







Greetings, Salutations... 


Welcome to another issue of Hall of Fire. We 
hope that every one had happy and safe 
holidays and New Year. Unfortunately, while 
this has been a good time for us, the sheer 
number of events going on has caused this issue 
to be delayed a bit. We are very sorry for the 
delay. 

Now, as for this issue, we have an expansion on 
the rules for horses that was started way back in 
Issue 5, a tavern that can be placed into any 
campaign to add a bit of detail, and an new 
creature to challenge your players. 

We look forward to hearing from you and happy 
gaming. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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A Field Guide to the Creatures of 
Middle-earth 

T he Horses of Rohan 

by Buck 

Author’s Note: This article is both inspired by and builds off of the Middle Earth Mounts article in Issue #5 and 
the series on Equines in Issues #40-42. 

As one might expect from the title “Horse Lords,” horses are a central cultural focus of the Rohirrim. Indeed, 
the riders are considered to be the most capable cavalrymen and the finest horse breeders in all of the West. 
Their steeds were tamed in the steppes of Rhovanion, tended in the Vales of Anduin, and tested on the plains 
of Rohan. In the latter land, some noble Gondorian bloodlines mingled with the hardy northern stock. It 
stands to reason that a people with such affinity and knowledge for horses would have produced multiple breeds 
to perform different functions. Here, then, is a list of several of the more common breeds tailored to various 
needs, from farming to warfare. 


Eoflan 

An agile breed, the Eoflan can out-turn and dodge 
like no other, making it an excellent choice for 
controlling and cutting cattle out of herds. They are 
favored by many horse archers. They are also 
famous for blazing short sprints from an explosive 
standing start. The Eoflan lacks the endurance to 
maintain top speed much beyond a man, but in that 
short span, it can outpace most any horse of Man. 

Description: 15-15.5 hands high, with well-muscled 
shoulders and hindquarters. May be any solid 
color. 

Attributes: Bearing 2 (-2), 

Nimbleness 8 ( + 1), Perception 
6 (0), Strength 14 (+4), 

Vitality 10 (+2), Wits 1 (-3) 

Reactions: Stamina +4, 

Swiftness +0, Willpower -2, 

Wisdom +0 
Defence: 10 

Movement Rate: Walk (1 
action) 12/Canter (1 action) 

24/Run (2 actions) 72/Gallop 
(Full-Round) 96 

Skills: Armed Combat: Natural (Bite, 

Kick) +3, Intimidate (Power) +1, Jump +7 


Observe (Hear) +4, Run +7, Stealth (Sneak) +3, 
Survival (Plains) +4, Swim +3 
Special Abilities: Natural Weapons (Bite ld6, Kick 
2d6); Wind Runner, extra Special Abilities (0/1/2) 
Size: Large 

Health: 14 (1 extra Healthy level) 

Fyrdinghors 

Bred in the Westfold in the last 500 years, the 
Fyrdinghors is probably the supreme light- and 
medium-cavalry horse. Known for agility, stamina 
and endurance, a steady gait, and easy 

disposition, the Fyrdinghors is prized 
both for work, hunting and war. 

Description: 15-16hh. Strong 
featured, with a deep chest. 
Comes in all colors, but bay 
predominates. 

Attributes: Bearing 4 (-1), 
Nimbleness 7 (0), 
Perception 6 (0), Strength 
14 (+4), Vitality 12 (+3), 
Wits 2 (-2) 

Reactions: Stamina +4, 
Swiftness +1, Willpower +0, 
Wisdom +0 
Defence: 10 
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Movement Rate: Walk (1 action) 12/Canter (1 
action) 24/Run (2 actions) 72/Gallop (Full-Round) 
96 

Skills: Armed Combat: Natural (Bite, Kick) +4, 
Intimidate (Power) +2, Jump +8, Observe (Hear) 

+4, Run +8, Stealth (Sneak) +2, Survival (Plains) 
+4, Swim + 

Special Abilities: Natural Weapons (Bite ld6, Kick 
2d6); Steady; War-trained; extra Special Abilities 
(1/2/3) 

Size: Large 

Health: 16 (1 extra Healthy level) 

Greylinhors 

An ancient breed, this is an all-around quality 
saddle horse. It doesn’t excel above other horses in 
terms of performance, but neither is it particularly 
high-strung. If this breed had any outstanding 
quality, it would be an above-average tolerance to 
cold and a resistance to disease. 

Description: 14.5-15.5hh, with a compact but not 
deep body. Can be any color, but primarily bay or 
chestnut. 

Attributes: Bearing 2 (-2), Nimbleness 6 (0), 
Perception 6 (0), Strength 14 (+4), Vitality 10 (+2), 
Wits 1 (-3) 

Reactions: Stamina +4, Swiftness +0, Willpower -2, 
Wisdom +0 
Defence: 10 

Movement Rate: Walk (1 action) 12/ 

Canter (1 action) 24/Run (2 actions) 72/ 

Gallop (Full-Round) 96 
Skills: Armed Combat: Natural (Bite, 

Kick) +3, Intimidate (Power) +1, Jump 
+7, Observe (Hear) +4, Run +7, Stealth 
(Sneak) +3, Survival (Plains) +4, Swim 
+3 

Special Abilities: Natural Weapons (Bite 
Kick 2d6); extra Special Abilities (0/1/2) 

Size: Large 

Health: 14 (1 extra Healthy level) 

Hriobeorga 

This sure-footed mountain pony is well-suited for 
traveling up and down the steep slopes found in 
the lower reaches of the White Mountains. In 


peacetime, the sturdy animal is used to transport 
timber and game, but the HriSbeorga are also useful 
in patrolling the foothills during less certain times. 
While sometimes a good training animal for youth, 
it must be watched lest it take advantage of the 
inexperienced riders and develop bad behaviors. 

Description: 13-13.5hh, with a compact body and 
hooves so hard as to rarely require shoes. May be 
any color, but primarily bays and grays. 

Attributes: Bearing 1 (-3), Nimbleness 7 (0), 
Perception 6 (0), Strength 12 (+3), Vitality 8 ( + 1), 
Wits 1 (-3) 

Reactions: Stamina +3, Swiftness +0, Willpower -3, 
Wisdom +0 
Defence: 10 

Movement Rate: Walk (1 action) 9/Canter (1 
action) 18/Run (2 actions) 54/Gallop (Full-Round) 
72 

Skills: Armed Combat: Natural (Bite, Kick) +1, 
Jump +5, Observe (Hear) +3, Run +6, Stealth 
(Sneak) +2, Survival (Plains) +4 
Special Abilities: Natural Weapons (Bite ld3, Kick 
ld6); Sure-Footed; extra Special Abilities (0/1/2) 
Size: Medium 
Health: 11 

Leodgif 

This is a breed reputed to have originated in the 
stables of Leod King a thousand years ago* It serves 
as a light draft/heavy warhorse and is the most 
common horse of the heavy cavalry* Gondor’s 
knights also favor the breed when they can get 
them* In recent years, the gray color has 
predominated because the black horses were 

often the target of raids by the forces of 
Mordor* 

Description: 15*5-16*5hh, 
with strong shoulders 
and a proudly arched 
neck* Lower legs are 
strongly feathered* 

Color in blacks and grays* 
Attributes: Bearing 4 (-1), 
Nimbleness 7 (0), Perception 6 (0), 
Strength 16 (+5), Vitality 12 (+3), 



3 


Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue 67 * December 2009 


Wits 2 (-2) 

Reactions: Stamina +5, Swiftness +1, Willpower +0, 
Wisdom +0 
Defence: 10 

Movement Rate: Walk (1 action) 12/Canter (1 
action) 24/Run (2 actions) 72/Gallop (Full-Round) 
96 

Skills: Armed Combat: Natural (Bite, Kick) +5, 
Intimidate (Power) +3, Jump +8, Observe (Hear) 

+4, Run +8, Stealth (Sneak) +1, Survival (Plains) 
+4, Swim +5 

Special Abilities: Natural Weapons (Bite ld6, Kick 
2d6); Steady; War-trained; extra Special Abilities 
(1/2/3) 

Size: Large 

Health: 17(1 extra Healthy level) 

Micelwidg 

The Micelwidg is a large draft horse, generally too 
placid and slow for wan It is used instead for 
plowing and pulling wagons, especially in river 
bottoms and boggy fields where smaller horses 
cannot get purchase in the mire. 

Description: 16.2-17hh. Generally massive build 
down to its dinner-plate-sized 
hoofprint. Fine but thick 
feathering on the hooves. 

Colors in bay, roan, 
and gray. 

Attributes: 

Bearing 2 (-2), 

Nimbleness 6 

(0), 

Perception 6 
(0), Strength 
18 (+6), 

Vitality 12 
(+3), Wits 2 
(-2) 

Reactions: 

Stamina +6, 

Swiftness +1, 

Willpower +0, Wisdom 
+0 

Defence: 10 

Movement Rate: Walk (1 action) 12/Canter (1 


action) 24/Run (2 actions) 72/Gallop (Full-Round) 
96 

Skills: Armed Combat: Natural (Bite ld6, Kick 2d6) 
+5, Intimidate (Power) +3, Jump +8, Observe 
(Hear) +4, Run +8, Stealth (Sneak) +1, Survival 
(Plains) +3, Swim +5 

Special Abilities: Natural Weapons (Bite ld6, Kick 
2d6); Doughty; Lumbering; extra Special Abilities 
(0/1/2) 

Size: Large 

Health: 18(1 extra Healthy level) 

WlNDWINE 

Known for its swiftness and endurance, the lightly 
built Windwine is a favorite of messengers. While a 
fine distance horse, it is not as good under weight 
and so is not used by medium or heavy cavalry. Most 
come from estates in the Eastfold. 

Description: Around 16hh, long-legged, and long- 
backed in comparison to most fighting horses. May 
be any solid color. 

Attributes: Bearing 2 (-2), Nimbleness 6 (0), 
Perception 6 (0), Strength 14 (+4), Vitality 10 (+2), 
Wits 1 (-3) 

Reactions: Stamina +4, Swiftness +0, 
Willpower -2, Wisdom +0 
Defence: 10 

Movement Rate: Walk (1 
action) 12/Canter (1 action) 
24/Run (2 actions) 72/ 
Gallop (Full-Round) 96 
Skills: Armed Combat: 
Natural (Bite, Kick) +3, 
Intimidate (Power) +1, 
Jump +7, Observe (Hear) 
+4, Run +7, Stealth 
(Sneak) +3, Survival 
(Plains) +4, Swim +3 
Special Abilities: Natural 
Weapons (Bite ld6, Kick 
2d6); Fleet-Hoofed; Tireless; 
extra Special Abilities (0/1/2) 

Size: Large 

Health: 14 (1 extra Healthy level) 



/ 
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Mount Special Abilities 

Here are some Special Abilities in addition to those listed in Issue 5: 

Lumbering 

The animal may be powerful, but it lacks either grace or endurance at speed. Its top speed is Running (For 
horses, 72 yds/rd) and is rated as an Extreme Weariness Level (10 min/5 min between Stamina tests). 

Sure-Footed 

The horse can pick its way across steep or broken ground where other steeds would lose their footing. Gain a 
+3 to Tests relating to movement on treacherous or difficult terrain. 

Wind Racer 

The horse can put on a tremendous burst of speed for a short period of time. For a Courage point, the steed 
can increase its Gallop by +50% for 10 rounds (one minute); at the end of this time, a Weariness Test is made. 
Another Courage point may be spent for another minute’s dash, but the next Weariness Test is at +10 TN, in 
addition to any penalties from a failed Weariness Test. If the mount also has the Special Ability: Fleet-Hoofed, 
it can effectively gallop at +75% of its normal speed for one minute. (So, a horse may gallop at 96 yd/rd, a 
Fleet-Hoofed at 120, and a Fleet-Hoofed Wind Racer at 168) 

Flaws 

With personality come flaws. With the Narrator’s permission, a player may pick a Flaw for his mount in 
exchange for a Special Ability or other improvement, just as with a regular character. Below is an example; the 
Narrator may also adapt Flaws from the Core Rulebook (for example, Craven, Stiff-Necked, or Reckless) 


High-Strung 

The mount startles easily and becomes quite agitated to the point of being a danger to itself and others. When 
surprised by sudden noises or arrivals, or confronted by an unfamiliar situation (such as crossing a bridge for the 
first time or being led into an unfamiliar barn), the horse must succeed at a Willpower reaction test not to 
startle, buck, or bolt. 
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Trusted Local 

T he Fountain of Beer 

by Celebraen 


A small inn that could fit in any small Middle-earth town or village, The Fountain of Beer's sign features a 
painted barrel that spouts copious amounts of alcohol Sturdily constructed of the same materials as the local 
house, it's a two-story building. The top floor is a single room, featuring two rows of thin straw mattresses with 
blankets and a fireplace at one end. Ropes strung between the beds have worn curtains hanging from them to 
provide a little privacy for overnight guests. 


The ground story consists of the large common room and Maggie's 
personal quarters. The main room has a large fireplace with a kettle 
of stew and a teapot always on it; a bowl of soup and a cup of tea is 
the cheapest meal Maggie, the proprietor, serves. Several large table 
with benches fill the room with a few smaller ones nestled in the 
corners. The bar has stacks of mugs and plates, as well as a basket of 
bread or rolls and the dish of whatever "fancy" meal Maggie's serving 
that day. Barrels of a couple different types of alcohol are stacked 
behind the bar to be easily accessible to the server. Small tin 
lanterns are hung from the ceiling to supplement the light from the 
windows. 

The door to Maggie's quarters is located behind the bar. The door is 
always kept locked and only Maggie has a key. Her room features a 
bed with a thick straw mattress that serves as a hiding place for 
stolen items, a small table with a lamp and her account book, and a 
small brazier for warmth in the cold months. Cooking herbs are 
hung from the ceiling to dry, giving the room a pleasant scent. A 
little carved chest of wood is where Maggie keeps her earnings, both 
honest and not. 

Maggie 

Maggie is in her early thirties, with long, dark brown hair she wears 
in a braid down her back, large brown eyes, and a rosy complexion. 
Her rather low-cut brown dress often sports small stains despite the 
tan apron she always wears. Friendly and chatty by nature, she 
seems perfectly suited to running a small town inn. Her mother 
worked in the inn and Maggie inherited her cooking skills and 
recipes. Her coney pies are generally held to be among the town's 
finest and the stew she always has available is usually quite good. 
Sadly, Maggie is not much of a baker and has to buy the bread she 
serves from a neighbor. Having inherited the inn from her aunt and 
uncle, she's an established member of the town and well-liked by 
most. 


Maggie (Middle Man) 

Orders 

Craftsman, Rogue 
Attributes 

Bearing: 8 ( + 1) Nimbleness: 11 (+2) 

Perception: 11 (+2) Strength: 7 (0) 

Vitality: 7 (0) Wits: 9 ( + 1) 

Reactions 
Stamina: 0 
Willpower: +1 
Health: 

Renown: 1 
Courage: 3 

Skills 

Appraise: 3, Armed Combat: 2, Conceal: 4, Craft 
(Innkeeping): 2, Craft (Brewing): 3, Debate 
(Bargain): 3, Legerdemain (Pickpocket): 4, 
Languages (Westron): 5, Languages (Sindarin): 1, 
Languages (Rohirric): 2, Lore (Local Gossip & 
Lore): 3, Lore (Herbalism): 3, Observe: 4, Persuade: 
2, Ranged Combat (Throwing Knives): 2, Run: 2, 
Search: 3, Stealth: 4 

Abilities 

Adaptable (+2 to Swiftness), Dominion of Man, 
Skilled, Place of Trade, Lockpicking, Lurking in 
Shadows 

Edges 

Furtive, Keen-Eyed 
Flaws 

Craven, Dark Secret (steals from guests) 


Swiftness: +2 
Wisdom: +2 
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Maggie's neighbors are unaware of the fact that she inherited more than just the inn though* Her father was a 
skilled thief, and one who suffered from an addiction to thrill of stealing* He passed both traits on to his 
daughter* Fortunately for Maggie, she's able to control her addiction enough that she only steals small items 
and only when there are other people around who might be blamed* She's careful to take items unlikely to be 
missed right away, a few coins here, a small trinket there* It's the excitement of successfully stealing that 
appeals to Maggie; she's well-off enough not to need the money* 


Featured Creatures 

CargOl 

by Micah A. Walles (Razor77) 


CargOl 

Orders 

Warrior, Magician (sorcerer) 


Description 

Clad in red robes, riding great black steeds when called for, Cargul 
are a terror for any who see them. Beneath the flowing red robes is 
the body, all that remains, of the person who once was quite likely a 
stern adventurer. 

They are, to some degree, a lesser form of Nazgul. However, instead 
of a ring corrupting them, they under went the transformation to 
wraith after being stabbed by a Morgul blade. Another important 
difference between the Cargul and the Nazgul is that the Nazgul 
have at least a shred of will left and can think for themselves where 
the Cargul are all but mindless, taking orders only from the Witch- 
king, who forged the Morgul blades. 

History 

The Witch-king, wishing to have more loyal servants then the men 
that he conscripted or corrupted, devised a blade that would bind a 
man to him similarly to how he was bound to Sauron* With this 
weapon in hand, he only needed to stab a victim once, and then 
wait for it die* Once dead, the corrupted soul would animate its 
body, and return to the Witch-king* Many valiant warriors fell in 
this manner when they attempted to take on the Witch-king* 

The flaw with the Witch-king's plans was that the corrupted spirit 
needed a vessel, its former body, to contain it* After a few hundred 
years, the body would decay to a point where the corrupted spirit 
would simply dissipate, leaving only a pile of dust and a red robe 
behind* 


Attributes 
Bearing: 12 (+3) 
Perception: 9 ( + 1) 
Vitality: 10 (+2) 

Reactions 
Stamina: +3 
Willpower: +3 
Health: 12 
Renown: 15 
Courage: 3 

Skills 


Nimbleness: 9 ( + 1) 
Strength: 9 ( + 1) 
Wits: 11 (+2) 


Swiftness: +3 
Wisdom: +3 


Armed Combat: Blades +7, Intimidate (Fear) +6, 
Black Speech +6, Westron +6, Ranged Combat: 
Bows (Longbow) +4, Ride (Horses) +5, stealth 
(Sneak) +4, Track (Scent) +4 


Spells 

Bladeshattering, Display of Power, Evoke Fear, 
Lightning, Sense Power ability), Shadow of Fear, 
Veil, Wizard’s Hand 


Abilities 

Spellcasting 3, Spell Specialty (Sorcery), Frailty of 
Body, Purity of Running Water, Sent of Blood, 
Senses of the Dead, Undead Stamina 

Edges 

Night-eyed 2 
Flaws 


Fealty (absolutely bound and obedient to the 

HABITAT Witch-king), Hatred (the living) 

Cargul are most often found in the bowels of Carn Dum, the ancient 

home of the Witch-king in Angmar* It is here where they stay unless they are needed by the Witch-king* The 
Witch-king has sent them to many places throughout Middle-earth* He sometimes uses them as guards at 
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Minas Morgul, or at Dol Guldur. He has also sent them on raids of towns or villages that he feels have 
encroached too far on his lands. 

Society 

There is no true society among the Cargul. Each of them is a mindless shell that only exists to serve the Witch- 
king. 

Usage 

Cargul are almost exclusively servants of the Witch-king and only show up in places that he has some interest. 
They could easily be something that is terrorizing a village, or could be a guard left to defend a ruin that is 
important to the Witch-king. 

Unique Special Abilities 

Frailty of Body 

Cargul may only remain manifest as long as their physical body remains intact. And while they take normal 
damage from most attacks, the damage caused by blunt weapons (i.e. clubs, staves, shields, etc.) is treated as 
double. 


Purity of Running Water 

Cargul are frustrated by the presence of running water. They suffer a -6 penalty to all tests while at the shores 
of a river or stream, they never ford deep rivers except in the most extreme of circumstances, preferring to cross 
on bridges or ferries. 

Sent of Blood 

Cargul can smell blood as it pulses through the veins of living creatures, giving them +2 on Observe (Smell) 
tests to find them. They also benefit from a +4 test modifier to track bleeding creatures. 



Senses of the Dead 

Cargul do not see the living beings of the world, but instead perceive the 
shadows they cast. To them, black seems white and darkness light. In 
sunlight, they suffer a -6 modifier to all Observe test. At night the 
penalty is only -3. 

Undead Stamina 

Cargul need never eat or drink, and recover from injuries at five 
times the normal rate. Further they do not have Weariness Levels 
and need never make Stamina test to resist weariness for any 
reason. 
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What’s Out There 

This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrpg.fanhq.com 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

http://homepage.mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://rpg.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://grouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting ♦ ♦♦ 

• A mini or side adventure? • Racial / Order packages? • Weapons / equipment / magical items? 

• New creatures, or fell beasts? • NPC's? • Fan Art? 

• New Orders or Elite Orders? 

If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 

Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 
writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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